IMPROVING VOCABULARY MASTERY OF GRADE SEVEN STUDENTS THROUGH FLY SWATTER GAME by Abrar, Muchlas
E-Journal of ELTS (English Language Teaching Society) Vol.  No. 1  
IMPROVING VOCABULARY MASTERY OF GRADE SEVEN STUDENTS 
THROUGH FLY SWATTER GAME 
 
Muchlas Abrar
1
, Sudarkam R. Mertosono
2
, Hasna
3 
English Education Study Program, Faculty of Teacher Training and Education 
Tadulako University 
 
ABSTRACT 
The objective of this research is to prove if using Fly Swatter Game can improve vocabulary 
mastery of the grade seven students of SMP Negeri Model Terpadu Madani Palu. This research 
used a quasi-experimental design which involved experimental class and control class. The 
research samples were class VII Towualangi as the experimental class with 32 students and 
class VII Tombolotutu as the control class with 30 students selected by using cluster random 
sampling technique. The data of the research were collected through test, pre-test and post-test. 
The treatment was given only to experimental class. The data were analyzed statistically in 
order to find out the significant difference of students’ achievement in pre-test and post-test. 
The mean score of experimental class on pre-test is 50.62, while that of the control class is 
48.58. The mean score of experimental class on post-test is 83.04, while that of the control 
class is 72.41. By using 0.05 level of significance and 61 degree of freedom, it wasdiscovered 
that the value of the t-counted (2.60) is higher than the value of t-tabel(1.65).  It means that the 
hypothesis is accepted. In other words, using Fly Swatter Game can improve vocabulary 
mastery of grade seven students of SMP Negeri Model Terpadu Madani Palu. 
Keywords: Improving, Vocabulary Mastery, Fly Swatter Game. 
Penelitianinibertujuanuntuk membuktikan apakah pengggunaan permainan alat pemukul lalat 
dapat meningkatkan penguasaan kosa kata siswa-siswa kelas tujuh SMP Negeri Model 
Terpadu Madani Palu atau tidak. Penelitian ini mengggunakan desain penelitianquasi–
experimental yang melibatkan kelas eksperimen dan kelas kontrol. Sampel penelitian ini 
adalah kelas VII Towualangi sebagai kelas eksperimen yang terdiri dari 32 siswa dan kelas VII 
Tombolotutu sebagai kelas kontrol yang terdiri dari 30 siswa. Sampel dipilih menggunakan 
teknik cluster random sampling.  Data penelitan dikumpul melalui test, pre-tes dan post-tes. 
Perlakuan hanya diberikan kepada kelas eksperimen. Data dianalisa secara statistik untuk 
mengetahui perbedaan signifikan pencapaian siswa dalam pre-tes dan pos-tes. Skor rata-rata 
pre-tes kelas experimen adalah 50.62, sedangkan kelas kontrol adalah 48.58. Skor rata-rata 
post-tes kelas experimen adalah 83.04 sedangkan kelas kontrol adalah 72.41. Dengan 
menggunakan taraf signifikansi 0.05 dan 61 derajat kebebasan, peneliti menemukan bahwa 
nilai dari t-hitung (2.60) lebih tinggi dari nilai t-table (1.65).  Ini menujukkan bahwa hipotesis 
diterima. Dengan kata lain penggunaan permainan pemukul lalat. meningkatkan penguasaan 
kosa kata siswa-siswa kelas tujuh SMP Negeri Model Terpadu Madani Palu. 
Kata kunci:  Meningkatkan ,  Penguasaan kosa kata, Permainan pemukul lalat. 
INTRODUCTION 
In learning a foreign language, vocabulary 
plays an important role. It is one of English 
components which brings a broader effect and 
contribution to four language skills. Thus, it 
cannot be separated from a language itself. It 
functions to express meaning and support the 
receptive skills (listening and reading) and 
productive skills (speaking and writing) skills. 
Without having a good number of vocabulary, 
students   are   difficult  to   master  all  of  the  
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language skills. Especially in teaching and 
learning process, the students who have 
limited vocabulary will have an inability to 
understand the English material such as 
reading a text, understanding the book 
instruction and many others. In order to build 
a good English, students should have a good 
quality of vocabulary. Therefore, teaching 
vocabulary   is  the  first  priority  in   teaching  
English, but it does not mean that   the   other  
components are to be ignored. 
Most of the students who are 
considered as beginners still have a problem in  
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learning English in terms of lacking 
vocabulary. The students without a basic 
vocabulary get difficulty in learning English 
and even many students who have learned 
English since elementary school still have 
remained unsatisfactory result.The same 
problems also happened to the grade seven 
students at SMP Negeri Model Terpadu 
Madani Palu. Based on the curriculum 2013, 
the goal of teaching English at SMP Negeri 
Model Terpadu Madani Palu is to provide 
students to be able to use the language. The 
students are directed to be able to express 
ideas, feelings, opinions and using the 
language to communicate with others in daily 
life. In fact, when conductingpreliminary 
research, there are some problems that are 
faced by the grade seven students related to 
vocabulary.First, there are many students who 
still have a lack of vocabulary. It is because 
when the teaching and learning process, the 
students are always afraid to deliver their ideas 
and to answer a question about some 
vocabulary which is asked by the teacher 
because lack of vocabulary. Second, the 
students always think that remembering 
English vocabulary is a hard thing for them. 
Thus, they always get bored when learning 
English.Third, the students always learn the 
new vocabulary through the listed word in 
their textbook which provided by their teacher. 
Therefore, in facilitating the students in 
learning vocabulary English teacher has to 
make an effort to build their students’ 
vocabulary in order to improve their 
opportunity to study the words during the 
teaching and learning process. 
Grade seven students are categorized 
as a young learner. Young learners are active 
learners. Characteristic of the young learner is 
easy to get bored. Teaching vocabulary to 
young learner is needed a perfect way to get 
their attention. Thus, one technique for 
teaching vocabulary is by using game. Game 
can be used as one of the educational 
techniques in teaching and learning process. It 
also can be a tool for transferring knowledge 
because it provides an enjoyable atmosphere 
in the class. It can help the students learn 
vocabulary in a fun way and it can also break 
the tension and help to avoid boredom in 
learning English. By using game, students will 
focus on their learning process and it is also 
easier for teacher to teach the students. 
Therefore, the Fly Swatter Gamearechosen to 
teach vocabulary.  
By using Fly Swatter Game, the 
teacher is able to motivate students and get 
their attention to the material that the teacher 
gives. It also helps the teacher to make the 
students focus on the learning process without 
making them feel bored in learning English. 
Fly Swatter Game can be used as one of 
teaching media in which the students are given 
a chance to learn English more fun, enjoy, 
relax, and they will be more motivated. 
Therefore, the Fly Swatter Game can be an 
alternative strategy in teaching English. 
Related to the problem above, it is 
assumed that game is appropriate media to 
improve vocabulary. Thus in this research, the 
Fly Swatter Gamewill be used in the learning 
and teaching process. Fly Swatter Game is a 
cheerful and challenging game where the 
students can learn vocabulary without getting 
bored and the students can also be more 
motivated in their learning process because of 
the enjoyable atmosphere in the class. Fly 
Swatter Game helps the students to recall the 
vocabulary in a fun way after the learning 
process. Therefore, the title of this research 
was entitled improving Vocabulary Mastery of 
Grade Seven Students of SMP Negeri Model 
Terpadu Madani through Fly Swatter Game. 
 
RESEARCH METHOD 
In conducting this research, quasi-
experimental was used as the research design.  
Quasi-experimental research is a design where 
there are two classes that will be compared in 
order to prove the hypothesis. Those classes 
were control class and experimental class. 
Both classes were distributed pre-test and 
post-test. The experimental class got a 
treatment, while the control class did not.  The 
research design of this researchproposed by 
Ary, Jacob, and Sorensen  (2010) that can be 
seen as follows: 
 
 Pre-test Independent 
Variable 
Post-test 
E 
C 
Y1 
Y1 
X 
- 
Y2 
Y2 
 
A population is the total number of all 
subjects that are going to be studied. Best 
(2005) states, “Population is any group of 
individuals that have one or more 
characteristic in common that are of interest to 
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the research.” In relation to the statement, 
population of this research was the grade 
seven students of SMPN Model Terpadu 
Madani Palu. The total number of population 
was 156 students. 
This research used cluster random 
sampling technique with the following steps. 
First,the researcher wrote the name of each 
class on small five pieces of paper and folded 
them. Second, the researcher put the folded 
paper into a glass and shook the glass until 
two pieces of paper drop. Last, the researcher 
took the two folded paper out with the 
provision that first the paper unfolded become 
the experimental class and the second became 
the control class. Thus, in this research, the 
VII Towualangi was the experimental class 
and the VII Tombolotutu was the control 
class. 
 It is important to consider about the 
variable of the research. Creswell (2009: 157) 
defines, “The variables need to be specified in 
an experiment so that it is clear to readers 
what classes are receiving the experimental 
treatment and what outcomes are being 
measured.” In this research, the variable was 
divided into the independent and dependent 
variables. The independent variable was fly 
swatter game and the dependent variables is 
the vocabulary mastery of the grade seven 
students of SMP Negeri Model Terpadu 
Madani. 
In collecting the data, paper - and - 
pencil method was used as the instrument of 
this research. The test covered pre and post-
test which have the similar level of 
difficulties. Pre-test and post-test were the 
main instrument to gather the data in this 
research. The pre-test is used to find out the 
prior knowledge of the students’ vocabulary 
mastery while the post-test is to measure the 
students’ vocabulary mastery after got the 
treatment.   
Paper – and – pencil method is the most 
frequently method which is used for collecting 
the data by using paper and pencil as the main 
media. It represents a process of collecting 
data by using test as the instrument to assess 
students’ learning achievement. Typically, 
paper - and - pencil method is a test which 
include question to answer such as multiple 
choice, short answer, essay test, and etc. in 
this research, multiple choice and matching 
word test were used as the test to collect the 
data. The test was conducted twice, before and 
after the treatment. 
Pre-test was distributed before the 
treatment. It aimed to know the students’ 
ability in vocabulary mastery. In other words,  
the pre-testwas distributed t know the level of 
students’ vocabulary mastery before the 
treatment was delivered. The test contains 40 
items, classified into two parts; multiple 
choices (22 items), jumble letters test (18) 
Every item of the test was about abstract and 
concrete countable noun that was taught in the 
treatment. The students’ maximum score was 
40.  
Post-test was distributed after the 
researcher conducted the treatment. It aimed to 
know the students’ ability in vocabulary 
mastery after the treatment was delivered. the 
purposes are to know the significant difference 
between the students’ ability in vocabulary 
mastery before and after the treatment and to 
find out whether the fly swatter game was 
successful or not.  
. The researcher used statistic to analyze 
the data. It was used to analyze the result of 
the test instrument (pre-test and post-test). The 
researcher used the formula proposed by 
Arikunto (2006) in calculating the individual 
score of the students, the mean score, the sum 
of square deviation of both experimental 
group and control group, and the t-counted 
value. First, the researcher calculated the 
individual score of each student. Second, after 
getting the students’ individual score, the 
researcher counted the mean score of both 
experimental group and control group. Third, 
the researcher counted the sum of square 
deviation of the groups. Afterward, the 
researcher calculated the value of t-counted to 
see the significant difference between the 
mean achievements of two groups. 
FINDINGS 
Before conducting the treatments, the 
pre-test was given to both classes. it aimed to 
know the students’ ability in vocabulary 
mastery. After the pre-test was distributed, the 
treatment was conducted with eight meetings. 
The meetings were scheduled twice a week for 
every class. It has two-course hour for each 
meeting. It used two meetings based on the 
schedule of the school.After giving the 
treatments, the post-test was administered by 
the researcher. The result of each test was 
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compared to prove if using Fly Swatter Game 
can improve students’ vocabulary mastery.The 
result of pre-test and post-test both of the 
classes is presented in the following tables. 
Table 1. The Pre-test and Post-test Result  
of Experimental Class 
No Initials 
Individual score  
deviation 
Pre-test Post-test 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
31 
32 
AF 
ATA 
AP 
ANR 
AR 
AIS 
BN 
CCW 
DKZ 
EMO 
GAA 
GNF 
GM 
IMG 
IZB 
IAS 
JG 
KAN 
MAA 
MI 
MYZ 
MZZ 
NSA 
NNN 
NA 
QB 
RJ 
RAN 
RC 
VID 
WAL 
ZNA 
60.0 
52.5 
67.5 
45.0 
25.0 
77.5 
45.0 
50.0 
52.5 
45.0 
52.5 
50.0 
57.0 
55.0 
60.0 
47.5 
60.0 
42.5 
55.0 
55.0 
47.5 
27.5 
32.5 
30.0 
 45.0 
67.5 
40.0 
57.5 
50.0 
55.0 
50.0 
62.5 
   75.0 
   70.0 
   85.0 
  77.5 
  87.5 
  90.0 
  90.0 
  75.0 
  72.5 
  80.0 
 77.5 
 75.0 
 85.0 
 80.0 
 92.5 
 87.5 
 80.0 
 87.5 
 80.0 
 95.0 
 95.0 
 85.0 
 85.0 
 95.0 
 77.5 
 80.0 
 85.0 
  82.5 
  75.0 
  82.5 
  87.5 
85.0 
15.0 
17.5 
17.5 
32.5 
62.5 
12.5 
45.0 
25.0 
20.0 
35.0 
25.0 
25.0 
27.5 
25.0 
32.5 
40.0 
20.0 
45.0 
25.0 
40.0 
47.5 
57.5 
52.5 
65.0 
32.5 
12.5 
45.0 
25.0 
25.0 
27.5 
37.5 
22.5 
 Total Score           1620        2657.5      1037.5 
Mean Score  50.62        83.04  32.42 
After counting the pre-test and post-
test of the experimental class, the researcher 
found that the mean score of pre-test of 
experimental class is 50.62. The highest score 
is 77.5 and the lowest score is 25. There is one 
student who passed the minimum standard of 
learning mastery. Furthermore, the mean score 
of post-test of experimental class is 83.04. The 
highest score is 95 and the lowest score is 
72.5. There are only two students who did not 
pass the minimum standard of learning 
mastery.After calculating the deviation of 
post-test and pre-test of experimental class, the 
researcher discovered that the deviation of 
post-test and pre-test is 32.42. It increased 
from 50.62 to 83.04. it means that there is an 
improvement of the students’ vocabulary 
mastery.   
Table 2. ThePre-test and Post-test Result  
of Control Class 
No 
 
Initials 
Individual score  
Deviation Pre-test Post-test 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
ALZ 
AFS 
AF 
AWR 
AGT 
ASN 
AEA 
BLA 
CMP 
DM 
DSR 
FA 
FBV 
IM 
LSP 
LA 
MAS 
MDI 
MFA 
MV 
NNA 
NW 
NM 
ND 
PAM 
VNA 
TAM 
SH 
SP 
SZ 
37.5 
47.5 
62.5 
55.0 
45.0 
70.0 
35.0 
50.0 
45.0 
55.0 
50.0 
40.0 
47.5 
37.5 
42.5 
77.5 
37.5 
35.0 
35.0 
45.0 
47.5 
55.0 
50.0 
42.5 
30.0 
50.0 
25.0 
60.0 
72.5 
75.0 
70.0 
72.5 
70.0 
75.0 
67.5 
85.0 
72.5 
75.0 
77.5 
72.5 
67.5 
72.5 
65.0 
75.0 
70.0 
87.5 
75.0 
50.0 
75.0 
75.0 
77.5 
77.5 
77.5 
75.0 
72.5 
70.0 
60.0 
65.0 
72.5 
75.0 
32.5 
25.0 
  7.5 
20.0 
22.5 
15.0 
37.5 
25.0 
32.5 
17.5 
17.5 
32.5 
17.5 
37.5 
27.5 
10.0 
37.5 
15.0 
40.0 
30.0 
30.0 
22.5 
27.5 
32.5 
42.5 
20.0 
35.0 
5.0 
0 
0 
Total Score1457.5         2172.5 715 
Mean Score   48.58   72.41 23.83 
In calculating the students’ individual 
score of the control class, the researcher 
employed the same formula that used in 
experimental group. As the result, the 
researcher found that the mean score of pre-
test of control class is 48.58. The highest score 
is 77.5 and the lowest score is 25. There are 
two students who passed the minimum 
standard of learning mastery. Furthermore, the 
mean score of post-test of control class is 
72.41. The highest score 88 and the lowest is 
50. There are sixteen students who did not 
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passed the minimum standard of learning 
mastery. After calculating the deviation of 
post-test and pre-test of control class, the 
researcher discovered that the deviation of 
post-test and pre-test is 23.83. It increased 
from 48.58 to 72.41.  
After gathering all the data of 
experimental and control classes, the 
researcher counted the mean score of 
deviation and the sum of square deviation 
from both classes. the researcher found that 
the mean score of deviation in experimental 
classes is 32.42 and the square deviation is 
39868.75. In control class, the mean score of 
deviation is 23.83 and the square deviation is 
21000. 
Moreover, in order to gain the value of 
t-counted, the significance difference of both 
groups were analyzed statistically by using the 
t-test formula which is proposed by Arikunto 
(2006). By applying the t-test formula, it was 
discovered that the value of t-counted in this 
research is 2.603. it was continued counting 
the t-table by applying the degree of freedom 
(df) = Nx + Ny – 1 = 32 + 30 – 1 = 62 with the 
level of significance 0.05 for one-tailed test. 
However, there is no (df) 61 in the t-table list 
in which the t-table was calculated by using 
the interpolation formula. Finally, it wasfound 
that the t-table of this research is 1.658. Thus, 
it can be inferred that the hypothesis of this 
research is accepted because the value of t-
counted was higher than the value of t-table. It 
means that using Fly Swatter Gamecan 
improve vocabulary mastery of grade seven 
students of SMP Negeri Model Terpadu 
Madani Palu. 
DISCUSSION 
 
The objective of this research is to 
prove ifFly Swatter Game can improve the 
students’ vocabulary mastery of the grade 
seven students of SMP Negeri Model Terpadu 
Madani Palu. This research focused on the 
vocabulary mastery of concrete nouns 
(countable nouns) and abstract noun 
(countable nouns) that covers the meaning and 
spelling of the word using. In this discussion, 
the researcher would like to analyze the data 
and to explain all the research finding about 
using the Fly Swatter Game can improve the 
students’ vocabulary mastery.In conducting 
this research, the  pre-test was given for 
experimental and control class before 
conducting the treatments. There were 40 
items of tests; 22 items of multiple choice, 18 
items of jumble word test. The result of both 
classes shows that from experimental class 
only one student passed the minimum standard 
of learning mastery while control class there 
are two students who passed the minimum 
standard of learning mastery. In experimental 
class, the highest score was 78 while the 
minimum standard 75. In control class, the 
highest and lowest score were also the same as 
the experimental class which is 78 for the 
highest and 25 for the lowest. Then,the result 
of error rate of pre-test in experimental class 
were provided which was 51.2% in concrete 
noun, 59.7% in abstract noun, 55.2% in 
meaning and 57.7% in spelling. This 
percentage shows that the highest error rate in 
experimental class is on abstract noun. 
Subsequently, the error rate of pre-test in 
control group was 56.3% in concrete noun, 
66.1% in abstract noun, 59.1% in meaning and 
60.3% in spelling.  it also shows that the 
abstract noun is still the highest error rate in 
both experimental and control classes.  
 After giving the pre-test, the 
treatments were given to both of the 
experimental and control classes for eight 
meeting with the different techniques. The 
experimental group were taught by using Fly 
Swatter Game while the control class were 
taught by using the conventional technique 
that teacher usually use in that school. During 
the meetings in experimental group, at the first 
25 minute the students were taught about the 
lesson and continued to introduce the students 
about the fly swatter game. then the teacher 
divided the students into three groups. after 
the teacher had prepared the game, the 
students were asked to play the game. the 
students played the game one by one for their 
groups by finding correct words from the 
researcher’s clues in the whiteboard. Once the 
students find the words, the students had to 
catch the word by the fly swatter. The fastest 
students who catch and spell the word 
correctly would get the point by the teacher. 
After the games ended, the students are asked 
individually to answer the meaning of all 
words in the whiteboard. In determining the 
winner, the points from the matches were 
accumulated in all meetings. During the game, 
the students were excited about to play the 
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game.Although the game was not started, the 
students had already focused to remember the 
words with their group because they did not 
want their group got the lowest points. 
 After the researcher gave the students 
treatments, the post-test was given to both 
classes. the result of the post-test showed that 
error rate of experimental class was 16.1% in 
concrete noun, 11.6% in abstract noun, 15.2% 
in meaning and 14.2% in spelling. It is clear 
that concrete noun was the highest error rate 
of post-test in experimental class.  there were 
only 2 students who did not pass the minimum 
standard of learning mastery. On the contrary, 
the error rate of postest in control class was 
32.8% in concrete noun, 36.3% in abstract 
noun, 34.3% in meaning and 30.6% in 
spelling. The abstract noun is the highest error 
rate in post-test. There were 14 students who 
passed the minimum standard of learning 
mastery. Thus, the result presented a fact that 
using of Fly Swatter Game can improve 
vocabulary mastery in concrete and abstract 
noun covering meaning and spelling of the 
word. 
After finding the result on the pre-test 
and post-test in experimental class, the error 
rate of pre-test and post-test were compared. It 
was concluded that there is a difference of 
decreasing the error rate of concrete noun 
from 51.2% to 16.1%, abstract noun from 59.7 
to 11.6%, meaning 52.2% to 15.2% and 
spelling 57.7% to 14.2%. Furthermore, there 
was a deduction of error rate about 35.1% for 
concrete noun, 48.1% for abstract noun, 37% 
for meaning and 43.5% for spelling. 
 This research are supported to 
another research that has been done by 
Fitriyani (2016) who has used Fly Swatter 
Game in teaching vocabulary. Her research 
showed that there is a significant effect of 
using Fly Swatter Game for improving 
students’ vocabulary mastery. Thus, the 
researcher has proven that using of Fly 
Swatter Game can improve vocabulary 
mastery of grade eight students of SMP Negeri 
Model Terpadu Madani Palu through Fly 
Swatter Game. 
 
CONCLUSIONS 
After analyzing the data in the 
previous chapter, the researcher concludes that 
using Fly Swatter Game can improve 
vocabulary mastery of grade seven students of 
SMP Negeri Model Terpadu Madani Palu. It 
can be proved by comparing the result of the 
students’ score in pre-test and post-test. In 
experimental class, the students’ mean score 
on pre-test is (50.62). After the conducting the 
treatment, the mean score of post-test was 
(83.04), while in control class, the students’ 
mean score on pre-test was (48.58) and the 
post-test was (72.41). There is a significance 
mean score between pre-test and post-test of 
experimental and control class. The result 
indicates that the mean score of post-test of 
experimental class after the treatment using 
Fly Swatter Game is better than the mean 
score of pre-test. The result of data analysis 
shows that t-counted value (2.603) is higher than 
t-table value (1.657). It means that the 
hypothesis of this research is accepted. 
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